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FIG. 20
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FIG. 21
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FIG. 22
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FIG. 24
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FIG. 26
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METHOD FOR GENERATING AND
DISPLAYING IMAGE OF VIRTUAL SPACE,
ELECTRONIC DEVICE AND SERVER
SYSTEM

Japanese Patent Application No. 2015-183383 filed on

Sep. 16, 2013, 1s hereby incorporated by reference in its
entirety.

BACKGROUND

A puzzle game 1s a popular video game. A game 1n which
a puzzle game 1s combined with a second game that pro-
ceeds along with the puzzle game (1.e., a game that includes
a plurality of game elements), 1s also known.

Examples of the latter include a puzzle role-playing game
(RPG). The puzzle RPG 1s a game 1n which a puzzle game
1s combined with an RPG More specifically, the puzzle RPG
allows the player to simultaneously enjoy a puzzle game (1n
which the player rearranges various types of pieces placed
on a board to form and delete a group of pieces that belong
to an 1dentical type and are arranged in the vertical direction
and the horizontal direction, or deletes a group of pieces
from the board by performing an instruction operation) and
an RPG (role-playing game) that proceeds while a player
character defeats an enemy character (see JP-A-2014-

184058 and JP-A-2013-008941, for example).

The player may immediately lose interest 1in the puzzle
game and the puzzle RPG (that includes the puzzle game as
a game clement) 1f the puzzle game 1s not interesting.

SUMMARY

According to one aspect of the invention, there i1s pro-
vided a method for causing a computer to generate an 1image
of a virtual space, and display the generated image on a
display device, the method comprising:

causing the computer to set a board within the virtual
space, a plurality of pieces being placed on the board;

causing the computer to link a given position of an edge
of the board (hereinafter referred to as “given edge posi-
tion”) to a given character placement position;

causing the computer to place a player character at the
character placement position;

causing the computer to place an enemy character piece
on the board, the enemy character piece representing an
enemy character;

causing the computer to detect a path that has been drawn
by a player by performing an operation mput on the display
device so as to draw the path from a start point, the start
point being the given edge position or the character place-
ment position;

causing the computer to delete pieces among the plurality
ol pieces that have satisfied a given deletion condition from
the board based on the path;

causing the computer to perform a control process that
causes the player character placed at a position that corre-
sponds to the start point of the path to attack the enemy
character piece when the enemy character piece lies 1n the
path;

causing the computer to change a parameter value set to
the enemy character piece based on a number of pieces
deleted due to the operation mput that draws the path, and
a type of the player character placed at the position that
corresponds to the start point of the path, when the enemy
character piece lies 1n the path; and

10

15

20

25

30

35

40

45

50

55

60

65

2

causing the computer to place an additional piece on the
board after completion of the deletion.

According to another aspect of the invention, there is
provided an electronic device comprising a computer that
generates an 1mage of a virtual space, and displays the
generated 1mage on a display device, wherein the computer
1s configured to:

set a board within the virtual space, a plurality of pieces
being placed on the board;

link a given position of an edge of the board (hereinatfter
referred to as “given edge position”) to a given character
placement position;

place a player character at the character placement posi-
tion;

place an enemy character piece on the board, the enemy
character piece representing an enemy character;

detect a path that has been drawn by a player by perform-
ing an operation mput on the display device so as to draw the
path from a start point, the start point being the given edge
position or the character placement position;

delete pieces among the plurality of pieces that have
satisfied a given deletion condition from the board based on
the path;

perform a control process that causes the player character
placed at a position that corresponds to the start point of the
path to attack the enemy character piece when the enemy
character piece lies 1n the path;

change a parameter value set to the enemy character piece
based on a number of pieces deleted due to the operation
input that draws the path, and a type of the player character
placed at the position that corresponds to the start point of
the path, when the enemy character piece lies in the path;
and

place an additional piece on the board after completion of
the deletion.

According to another aspect of the invention, there is
provided a server system that communicates with a player
terminal, and performs a control process that causes the
player terminal to implement a puzzle game according to an
operation mput performed using the player terminal, the
puzzle game being designed so that a player performs an
operation 1nput on a board on which a plurality of pieces are
placed, pieces among the plurality of pieces that have
satisfied a given deletion condition are deleted, and an
additional piece 1s placed on the board, the server system
being configured to:

link a given position of an edge of the board (hereinafter
referred to as “given edge position”) to a given character
placement position;

place a player character at the character placement posi-
tion;

place an enemy character piece on the board, the enemy
character piece representing an enemy character;

detect a path that has been drawn by the player by
performing the operation input using the player terminal so
as to draw the path from a start point, the start point being
the given edge position or the character placement position;

delete pieces among the plurality of pieces that have
satisfied the deletion condition from the board based on the
path;

perform a control process that causes the player character
placed at a position that corresponds to the start point of the
path to attack the enemy character piece when the enemy
character piece lies 1n the path; and

change a parameter value set to the enemy character piece
based on a number of pieces deleted due to the operation
input that draws the path, and a type of the player character
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placed at the position that corresponds to the start point of
the path, when the enemy character piece lies 1n the path.

BRIEF DESCRIPTION OF THE DRAWINGS

FIG. 1 1s a view 1llustrating an example of the configu-
ration of a game system.

FIG. 2 1s a front external view illustrating a configuration
example of a player terminal.

FI1G. 3 15 a view 1llustrating an example of a game screen.

FIG. 4 1s a view 1llustrating an example of an operation
input.

FIG. 5 1s a view 1illustrating an example of a game screen
that displays an attack eflect.

FIG. 6 1s a view 1illustrating a difference 1n attack capa-
bility of a player character corresponding to designation of
a selection path.

FIG. 7 1s a view 1illustrating an example of a game screen

alter completion of an attack el

ect.

FIG. 8 1s a view 1llustrating an example of a game screen
in a state i which additional puzzle pieces have been
placed, and a player has designated (1input) another selection
path.

FI1G. 9 1s a view 1llustrating an example of an attack effect
display.

FI1G. 10 1s a view 1llustrating an example of a game screen
when a selection path including a free piece 1s designated.

FI1G. 11 1s a view 1llustrating an example of a game screen
in a special state (no-solution state).

FIG. 12 15 a view 1llustrating an example of a game screen
showing an example of a method for coping with a special
state (no-solution state).

FIG. 13 1s a functional block diagram illustrating a
functional configuration example of a server system.

FI1G. 14 1s a view 1llustrating an example of a program and
data that are stored 1n a storage section included 1n a server
system.

FIG. 15 1s a view 1llustrating a data configuration example
of game 1mitial setting data.

FI1G. 16 1s a view 1llustrating a data configuration example
ol player character 1nitial setting data.

FIG. 17 1s a view 1llustrating a data configuration example
of play data.

FIG. 18 1s a view 1llustrating a data configuration example
ol deck data.

FI1G. 19 1s a view 1llustrating a data configuration example
of board management data.

FI1G. 20 1s a view 1llustrating a data configuration example
ol selection path data.

FIG. 21 1s a main flowchart illustrating the flow of a
process performed by a server system.

FIG. 22 1s a flowchart that follows from the flowchart
illustrated 1n FIG. 21.

FI1G. 23 1s a flowchart 1llustrating the flow of a selection
path setting process.

FIG. 24 1s a flowchart that follows the flowchart illus-
trated i FIG. 23.

FIG. 25 1s a flowchart illustrating the flow of a player
attack control process.

FIG. 26 1s a functional block diagram illustrating a
functional configuration example of a game device.

FI1G. 27 1s a view 1llustrating an example of a program and
data that are stored 1n a storage section included 1n a game
device.
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FIG. 28 15 a view 1llustrating a modification of a board and
a deck.

DESCRIPTION OF EXEMPLARY
EMBODIMENTS

According to one embodiment of the invention, there 1s
provided a method for causing a computer to generate an
image ol a virtual space, and display the generated 1mage on
a display device, the method comprising:

causing the computer to set a board within the virtual
space, a plurality of pieces being placed on the board;

causing the computer to link a given position of an edge
of the board (hereinafter referred to as “given edge posi-

tion”) to a given character placement position;

causing the computer to place a player character at the
character placement position;

causing the computer to place an enemy character piece
on the board, the enemy character piece representing an
enemy character;

causing the computer to detect a path that has been drawn
by a player by performing an operation mput on the display
device so as to draw the path from a start point, the start
point being the given edge position or the character place-
ment position;

causing the computer to delete pieces among the plurality
ol pieces that have satisfied a given deletion condition from
the board based on the path;

causing the computer to perform a control process that
causes the player character placed at a position that corre-
sponds to the start point of the path to attack the enemy
character piece when the enemy character piece lies 1n the
path;

causing the computer to change a parameter value set to
the enemy character piece based on a number ol pieces
deleted due to the operation mput that draws the path, and
a type of the player character placed at the position that
corresponds to the start point of the path, when the enemy
character piece lies 1n the path; and

causing the computer to place an additional piece on the
board after completion of the deletion.

According to another embodiment of the invention, there
1s provided an electronic device comprising a computer that
generates an 1mage of a virtual space, and displays the
generated 1mage on a display device, wherein the computer
1s configured to:

set a board within the virtual space, a plurality of pieces
being placed on the board;

link a given position of an edge of the board (hereinafter
referred to as “given edge position”) to a given character
placement position;

place a player character at the character placement posi-
tion;

place an enemy character piece on the board, the enemy
character piece representing an enemy character;

detect a path that has been drawn by a player by perform-
ing an operation mput on the display device so as to draw the
path from a start point, the start point being the given edge
position or the character placement position;

delete pieces among the plurality of pieces that have
satisfied a given deletion condition from the board based on
the path;

perform a control process that causes the player character
placed at a position that corresponds to the start point of the
path to attack the enemy character piece when the enemy
character piece lies 1n the path;
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change a parameter value set to the enemy character piece
based on a number of pieces deleted due to the operation
input that draws the path, and a type of the player character
placed at the position that corresponds to the start point of
the path, when the enemy character piece lies in the path;
and

place an additional piece on the board after completion of
the deletion.

According to another embodiment of the invention, there
1s provided a server system that communicates with a player
terminal, and performs a control process that causes the
player terminal to implement a puzzle game according to an
operation input performed using the player terminal, the
puzzle game being designed so that a player performs an
operation 1nput on a board on which a plurality of pieces are
placed, pieces among the plurality of pieces that have
satisfied a given deletion condition are deleted, and an
additional piece 1s placed on the board, the server system
being configured to:

link a given position of an edge of the board (hereimnafter
referred to as “given edge position”) to a given character
placement position;

place a player character at the character placement posi-
tion;

place an enemy character piece on the board, the enemy
character piece representing an enemy character;

detect a path that has been drawn by the player by
performing the operation input using the player terminal so
as to draw the path from a start point, the start point being
the given edge position or the character placement position;

delete pieces among the plurality of pieces that have
satisfied the deletion condition from the board based on the
path;

perform a control process that causes the player character
placed at a position that corresponds to the start point of the
path to attack the enemy character piece when the enemy
character piece lies 1n the path; and

change a parameter value set to the enemy character piece
based on a number of pieces deleted due to the operation
input that draws the path, and a type of the player character
placed at the position that corresponds to the start point of
the path, when the enemy character piece lies in the path.

According to the above configuration, the player can
select the desired player character to be a player character
that implements an attack by appropriately selecting the start
point of the path when performing the operation mput that
draws the path. The player can designate the attack target
enemy character by drawing the path so that the desired
enemy character piece lies in the path. Therefore, 1t 1s
possible to utilize the placement position of the player
character as an element that must be taken into consideration
in order to solve the puzzle, and improve the interest of the
puzzle game.

The method may further comprise:

causing the computer to control deletion of the enemy
character piece based on the parameter value.

This makes 1t possible to delete the enemy character piece
based on the parameter value of the enemy character piece
that 1s changed due to an attack implemented by the player
character.

The method may further comprise:

causing the computer to change the character placement
position corresponding to an operation mput performed by
the player.

According to this configuration, the player can change the
placement position of the player character (4). This makes it
possible to increase the number of elements that must be
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6

taken into consideration in order to solve the puzzle, and
further improve the interest of the puzzle game.

The method may further comprise:

causing the computer to change the parameter value using,
a number of successive attacks when the attack has been
successively performed by repeating the operation input that
draws the path.

This makes 1t possible to implement a combo attack that
changes 1n attack power corresponding to the number of
successive attacks, for example.

The method may further comprise:

causing the computer to perform a control process that
repeatedly switches between a player’s turn in which the
player can input the path, and an enemy’s turn 1n which the
enemy character attacks the player character.

According to this configuration, 1t 1s possible to 1mple-
ment turn-based game play.

The method may further comprise:

causing the computer to terminate the player’s turn when
a given time has elapsed, or a given turn count has been
reached, after a first operation input that draws the path has
been performed during the player’s turn; and

causing the computer to change the parameter value using,
a number of attacks when a plurality of attacks have been
performed during the player’s turn by repeating the opera-
tion input that draws the path.

The method may further comprise:

causing the computer to change the given time or the
given turn count.

According to this configuration, since the player’s turn 1s
terminated when a given time has elapsed, or a given turn
count has been reached after the first operation mput that
draws the path has been performed during the player’s turn,
the plaver can take time to perform the operation input.
Moreover, the amount of damage to the enemy character can
be changed corresponding to the number of attacks 1mple-
mented during the player’s turn. Specifically, 1t 1s possible to
provide a novel interesting feature 1n which the player can
obtain advantages by improving his/her skill to quickly
perform the operation mput during the player’s turn.

The method may further comprise:

causing the computer to display a path line that represents
the path while changing a state of the path line using either
or both of the number of pieces deleted due to the operation
input that draws the path, and the type of the player character

placed at the position that corresponds to the start point of
the path.

The method may further comprise:

causing the computer to change the state of the path line
corresponding to the attack when the enemy character piece
lies on the path line.

According to this configuration, the display state of the
path line can be changed corresponding to the path selection
result. This makes 1t possible to notily the player of the
selection result, and implement various types of eflective
display. Therefore, it 1s possible to further improve the
interest of the puzzle game.

The method may further comprise:

causing the computer to highlight the player character and
the enemy character represented by the enemy character
piece when performing the control process that causes the
player character to attack the enemy character piece.

According to this configuration, it 1s possible to further
improve the interest of the puzzle game by expressly dis-
playing the attacker and the attack target.
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In the method,

wherein the plurality of pieces may include pieces that
respectively belong to given types, and a free piece that 1s
determined to belong to each of the given types,

the method may further comprise:

causing the computer to place the free piece as the
additional piece when a given implementation condition
based on the number of pieces deleted has been satisfied.

According to this configuration, 1t 1s possible to place the
free piece that 1s determined to belong to each type on the
board when at least the number of pieces deleted due to the
operation input that draws the path has reached the given
implementation condition.

The method may further comprise:

causing the computer to perform a control process that
counts the number of pieces deleted due to the operation
mput that draws the path corresponding to each player
character placed at the position that corresponds to the start
point of the path, and causes the player character for which
the number of pieces deleted due to the operation mput that
draws the path has satisfied a given skill implementation
threshold value condition, to implement a given skill.

According to this configuration, 1t 1s possible to cause the
player character to implement a skill 1n a state 1n which the
player character has been charged with respect to the attack
capability using the number of pieces deleted.

The method may further comprise:

causing the computer to detect a given special state in
which the plurality of pieces are placed so that no piece can
be deleted by the operation mput that draws the path; and

causing the computer to change types of the plurality of
pieces placed on the board other than a piece that belongs to
a given type, to an i1dentical type when the special state has
been detected.

According to this configuration, 1t 1s possible to easily
cancel a state in which it 1s 1mpossible to solve the puzzle.
On the other hand, the types of the pieces placed on the
board are changed to an identical type. Therelfore, the player
can delete the pieces by selecting an arbitrary path. Specifi-
cally, the above feature can be used as a bonus time for the
player.

In the method,

wherein the deletion condition may includes a condition
whereby the operation input that draws the path has been
performed so that two pieces among the plurality of pieces
are sequentially selected so as to satisiy a given connection
condition with respect to a type,

the method may comprise:

causing the computer to determine that the path has ended
immediately before a piece among the plurality of pieces has
been selected so as not to satisfy the connection condition,
and terminates the operation mput that draws the path when
the connection condition has not been satisfied during the
operation nput that draws the path.

In the method,

wherein the display device may be a touch panel, and the
operation mput that draws the path may be performed by a
touch operation.

According to this configuration, it 1s possible to forcibly
terminate the operation input that draws the path when the
path designation rules (1.¢., the connection condition must be
satisfied) have not been met. It 1s possible to bring a
moderate sense of tension with respect to the operation input
by strictly determining an erroneous path designation opera-
tion mput. When the operation mput 1s implemented by
moving a finger on a touch panel, 1t 1s possible to easily
complete the operation mput by moving a finger on a touch
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panel so that the type of the piece that lies at the end of the
path does not satisiy the connection condition. This makes
it possible to improve operability.

Exemplary embodiments to which the invention 1s
applied are described 1n detail below. Note that the following
exemplary embodiments do not in any way limit the scope
of the invention defined by the claims laid out herein. Note
also that all of the elements described below 1n connection
with the exemplary embodiments should not necessarily be
taken as essential elements of the invention.

FIG. 1 1s a view 1llustrating an example of the configu-
ration of a game system according to one embodiment of the
invention. The game system according to one embodiment
of the mnvention includes a server system 1100 and a player
terminal 1500 that can exchange data through a communi-
cation line 9.

The communication line 9 1s a data communication chan-
nel. Specifically, the commumnication line 9 includes a com-
munication network such as a local area network (LAN)
using a private line (private cable) for direct connection,
Ethernet (registered trademark), and the like, a telecommu-
nication network, a cable network, and the Internet. The
communication method may be either or both of a cable
communication method and a wireless communication
method.

The server system 1100 includes a main device 1101, a
keyboard 1106, a touch panel 1108, and a storage 1140. The
main device 1101 includes a control board 1150.

The control board 1150 1s provided with a microprocessor
(e.g., central processing umt (CPU) 1151, graphics process-
ing unit (GPU), and digital signal processor (DSP)), an IC
memory 1152 (e.g., VRAM, RAM, and ROM), and a
communication device 1153. Note that part or the entirety of
the control board 1150 may be implemented by an applica-
tion-specific integrated circuit (ASIC), a field-program-
mable gate array (FPGA), or a system-on-a-chip (SoC).

The server system 1100 1s configured so that the control
board 1150 performs a calculation process based on a given
program and data to implement 1) a user management
function (e.g., user registration function), 2) a game man-
agement function that provides data necessary for the player
(1.e., user) to play the game using the player terminal 1500,
and manages a game control process pertormed by the
player terminal 1500, and 3) an online shopping function
that sells a character, an item, and the like that can be used
in the game to the user. Specifically, the game according to
one embodiment of the invention 1s implemented in the form
of a client-server online game.

In the example 1illustrated 1n FIG. 1, the server system
1100 1s provided as a single server system. Note that the
server system 1100 may have a configuration 1 which a
plurality of blade servers that take charge of part of the
respective functions are connected to each other through an
internal bus so as to be able to exchange data. Alternatively,
the function of the server system 1100 may be implemented
by causing a plurality of independent servers provided in
remote locations to exchange data through the communica-
tion line 9.

FIG. 2 1s a front external view 1llustrating a configuration
example of the player terminal 1500.

The player terminal 1500 1s a computer that can be used
by the user (1.e., player) to play the game. The player
terminal 1500 1s a computer (electronic device) that can
access the server system 1100 through the communication
line 9, and execute the online game. The player terminal
1500 according to one embodiment of the mmvention 1s a
device that 1s classified as a smartphone. Note that the player



US 10,092,847 B2

9

terminal 1500 may be a device that 1s classified as a portable
game device, a game controller, a personal computer, a
tablet computer, a wearable computer, an arcade game
device, or the like.

The player terminal 1500 1ncludes an arrow key 1502, a 5
button switch 1504, a touch panel 1506 that functions as an
image display device and a touch position mput device, a
built-in battery 1509, a speaker 1510, a microphone 1512, a
control board 1550, and a memory card reader 1542 that can
read and write data from and into a memory card 1540 (1.e., 10
computer-readable storage medium). The player terminal
1500 also includes a power button, a volume control button,
and the like (not 1llustrated 1n FIG. 2). The player terminal
1500 may include an IC card reader that can read and write
data from and into an IC card (e.g., credit card or prepaid 15
card) (that can be used for the payment of a game play fee)
in a non-contact manner, for example.

The control board 1550 1s provided with a microprocessor
(e.g., CPU 13551, GPU, and DSP), an IC memory 1552 (e.g.,

VRAM, RAM, and ROM), a wireless communication mod- 20
ule 1553 that communicates with a mobile phone base
station, a wireless LLAN base station, and the like that
connect to the communication line 9 via wireless commu-
nication, an mterface (I/F) circuit 1557, and the like.

The I/F circuit 1557 includes a driver circuit that drives 25
the touch panel 1506, a circuit that recerves a signal from the
arrow key 1502 and the button switch 1504, an output
amplifier circuit that outputs a sound signal to the speaker
1510, an mput signal generation circuit that generates a
signal from voice collected by the microphone 1512, a signal 30
input-output circuit that mputs and outputs a signal to and
from the memory card reader 1542, and the like.

The elements provided to the control board 1550 are
clectrically connected through a bus circuit or the like so that
the elements can exchange data and a signal. Note that part 35
or the entirety of the control board 1550 may be imple-
mented by an ASIC, an FPGA, or an SoC. The control board
1550 temporarily stores a client program and various types
of data for the player terminal to implement the game
according to one embodiment of the invention in the IC 40
memory 1352.

In one embodiment of the invention, the player terminal
1500 downloads the client program and various types of
setting data from the server system 1100. Note that the
player terminal 1500 may read the client program and 45
various types of setting data from a storage medium such as
the memory card 1540.

Game Rules

FIG. 3 1s a view 1illustrating an example of a game screen
according to one embodiment of the invention. 50

The game according to one embodiment of the invention
1s a complex game that includes a puzzle game, and a second
game that proceeds 1n synchronization with the progress of
the puzzle game. The game according to one embodiment of
the invention 1s a turn-based puzzle RPG game. Specifically, 55
the player causes a player character to attack an enemy
character by solving a puzzle. A stage 1s cleared when all of
the enemy characters have been destroyed, and the game 1s
cleared when all of the stages have been cleared.

A game screen W2 displayed on the touch panel 1506 60
includes a stage ID display area 10, a stage score display
area 12, a total score display area 14, a turn information
display area 16, a puzzle board 20, a deck 30 (that 1s used
for the RPG), and a total life display area 40.

The turn information display area 16 displays a player’s 65
turn and an enemy’s turn using different display colors, and
also displays a turn control parameter value (e.g., remaining

10

time) using a graphical change. Note that the turn control
parameter value 1s not limited to time. Another parameter
value that 1s used in the game may also be used as the turn
control parameter value. For example, an action point
parameter value that 1s consumed when the player character
has performed an action may be used as the turn control
parameter value. A plurality of sub-turns may be provided to
the player’s turn, and 1t may be determined that the player’s
turn has ended when all of the sub-turns have ended. For
example, one action (one operation input) can be performed
during one sub-turn. In this case, the number of sub-turns
included 1n one player’s turn may be changed corresponding
to the progress of the game. Note that the duration of the
player’s turn may be changed corresponding to the progress
of the game.

A plurality of areas 1in which a puzzle piece 22 1s placed
are provided to the board 20. The board 20 according to one
embodiment of the mvention has a configuration 1n which
5x35 rectangular piece placement frames (placement posi-
tions) are arranged 1n the shape of a rectangle. Note that the
shape, the arrangement shape, and the number of piece
placement frames may be set appropriately. A puzzle piece
22 among puzzle pieces 22 that differ i type 1s placed 1n
cach piece placement frame provided to the board 20.

The puzzle pieces 22 according to one embodiment of the
invention include an enemy character piece 22¢ that repre-
sents an enemy character, and a non-playable character piece
22n that represents a character other than the enemy char-
acter. Five types of non-playable character pieces 22r (i.e.,
four basic non-playable character pieces including a white
hexagonal non-playable character piece, a horizontal-striped
hexagonal non-playable character piece, a cross-hatched
hexagonal non-playable character piece, and a densely-
hatched hexagonal non-playable character piece (see FIG.

2), and a free piece 22f described later (see FIG. 9) are

provided. Note that the type of non-playable character piece
22rn may be set appropriately. The design of each non-
playable character piece 22» may also be set appropriately.

Life points (corresponding to hit points) are set to each
enemy character piece 22e¢. The life points are decremented

when the enemy character piece 22¢ has been attacked by a
player character 4 during the player’s turn, and the enemy
character piece 22e 1s deleted from the board 20 when the
life points have reached “0”. Note that the type of enemy
character piece 22¢ may be set appropnately.

The deck 30 1s an area 1n which a plurality of player
characters 4 can be placed. In one embodiment of the
invention, five character placement positions 31 (31a,
31b, . . . ) are provided so as to have a one-to-one relation-
ship with the lower piece placement frames provided to the
board 20. Specifically, up to five player characters
4 (4a, 4b, . . . ) can be placed in the deck 30 to form a
player’s team. Note that the area of the deck 30 1n which
cach player character 4 1s placed can be appropnately
changed even after starting game play.

The player character 4 that 1s placed 1n the deck 30 can be
selected from available characters that are registered corre-
sponding to each player. The available characters are reg-
istered by performing a given registration process on a
character purchased by the player through online shopping
or the like, a character obtained by registering a code drawn
on a trading card purchased from a store or the like, a
character obtained during game play, and the like.

An ability parameter 1s set to each player character 4 (4aq,
4b, . . .). The ability parameter includes a character attribute,
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life points, an attack capability, a defense capability, and a
skill. Note that another ability parameter may also be set
approprately.

One character attribute 1s assigned to each character. The
character attribute 1s used to set the compatibility between
the player character 4 and each non-playable character piece
22n. The type of character attribute may be set appropriately.
In one embodiment of the invention, four character attri-
butes are provided corresponding to the four basic non-
playable character pieces 22n. The character attribute 1s
displayed in a character attribute display area 32.

The life points are decremented when the player character
4 has been attacked during the enemy’s turn. The player
character 4 1s disabled when the life points have reached “0”,
and 1s deleted from the deck 30. In one embodiment of the
invention, the remaining life points of each player character
4 are displayed in an individual life display area 34, and the
total life points of all of the player characters 4 are displayed
in the total life display area 40.

The attack capability 1s determined by adding a given
addition value (positive value or negative value) to a basic
value based on the growth of the player character 4 corre-
sponding to the progress of the game. The latest attack
capability 1s displayed 1n an attack capability display area
36.

The skill 1s a specific ability and a special skill such as the
recovery of life, and a temporary increase in attack capa-
bility and defense capability. The player character 4 can
implement the skill when the player character 4 has satisfied
a skill implementation condition. In one embodiment of the
invention, the skill implementation condition 1s defined
using the integrated value of the number of puzzle pieces 22
that have been deleted 1n connection with each player
character 4. The integrated value 1s referred to as “skill
points”. It 1s determined that the skill implementation con-
dition has been satisfied (i.e., the player character 4 can
implement the skill) when the skill points have reached a
given threshold value. The skill points are consumed when
the player character 4 has implemented the skill. Skill points
required to satisiy the skill implementation condition are
displayed 1n a required skill point display area 38 that is
provided corresponding to each player character 4.

FIG. 4 1s a view 1illustrating an example of an operation
input.

The puzzle RPG game according to one embodiment of
the invention 1s designed so that the player causes the player
character 4 to attack the enemy character piece 22¢ during
the player’s turn by solving a puzzle. The player can clear
the stage by destroying all of the enemy character pieces 22¢
specified 1n advance corresponding to each stage, and can
clear the game by clearing a given number of stages.

In the one embodiment of the invention, a puzzle 1s solved
by designating a group of puzzle pieces 22 1n a number equal
to or larger than a given number (e.g., 3) on the board 20, the
puzzle pieces 22 belonging to an i1dentical type, or being
considered to belong to an 1dentical type. A group of puzzle
pieces 22 1s designated by touching the touch panel 1506
with a finger, and sliding the finger on the touch panel 1506
to mput a selection path that selects arbitrary puzzle pieces
22 without removing the finger from the touch panel 1506.
The player can cause the player character 4 to attack the
enemy character piece 22¢ a number of times during the
player’s turn by solving a puzzle. One attack 1s implemented
by mputting a selection path so as to designate the enemy
character piece 22e¢ that i1s to be attacked by the player
character 4, and the attack capability with which the player
character 4 attacks the enemy character piece 22e.
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More specifically, the player touches the desired player
character 4 among the player characters 4 (da, 45, . . . )

placed 1n the deck 30, or selects the puzzle piece 22 that 1s
situated at a position opposite to the desired player character
4 placed 1n the deck 30 to designate the attacker (i.e., the

player character 4 that attacks the enemy character piece

22¢) (see FIG. 4 (see (1))).

The player designates the selection path by sliding the
finger on the board 20 without removing the finger from the
board 20 to designate the enemy character piece 22e that 1s
to be attacked by the player character 4, and the attack
capability with which the player character 4 attacks the
enemy character piece 22¢ (see FIG. 4 (see (2))).

More specifically, the player designates the attack target
enemy character piece 22e by designating the selection path
so as to 1nclude the attack target enemy character piece 22e,
and designates the attack capability by designating the
selection path so as to include the desired number of
non-playable character pieces 22x.

Note that the selection path must be designated 1n accor-
dance with a given path designation rules.

Specifically, the start point of the selection path must be
the character placement position 31 of the player character
4 that has been set to be the attacker, or the puzzle piece 22
that 1s situated at a position opposite to the character
placement position 31.

The selection path must be designated so as to connect
puzzle pieces 22 that belong to an identical type or are
considered to belong to an 1dentical type, and are contiguous
in a given connection-permitted direction (e.g., vertical
direction or horizontal direction). Note that the enemy
character piece 22¢ 1s considered to belong to a type that 1s
identical to that of each non-playable character piece 22
irrespective of the type of enemy character piece 22e. The
type of puzzle piece 22 that “belongs to an 1dentical type or
1s considered to belong to an identical type” 1s hereinafter
referred to as “target type”. The type of the puzzle piece 22
situated at the start point of the selection path 1s set to be the
target type. When a slide operation has been performed on
a non-playable character piece 22» that belongs to a type
other than the target type when designating the selection
path, the selection of the non-playable character piece 22 1s
determined to be invalid, and only the preceding selection
results are determined to be valid.

The selection path 1s displayed on the board 20 using a
path line 7.

The display state (e.g., type and thickness) of the path line
7 1s changed corresponding to the selection path designation
state. More specifically, the type of path line 7 1s determined
corresponding to the character attribute (e.g., attack type) of
the player character 4 set to be the attacker, and the target
type, and represents the type of attack to be performed by the
player character 4. The thickness of the path line 7 1s
determined based on the number of non-playable character
pieces 22n that lie 1in the selection path (1.e., attack capabil-
ity). In one embodiment of the invention, the thickness of the
path line 7 1s increased stepwise or continuously as the
attack capability increases.

The player removes the finger from the touch panel 1506
alter sliding the finger, or slides the finger to a non-playable
character piece 227 that belong to a type other than the target
type, to complete the designation of the selection path (see
FIG. 4 (see (3))). In the latter case, the path up to the puzzle
piece 22 that has been selected betore the finger 1s slid to the
non-playable character piece 22» that belong to a type other

than the target type, 1s determined to be the selection path.
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When the number of puzzle pieces 22 that lie 1n the
selection path has not reached the given number (e.g., 3)
when the player has completed the designation of the
selection path, it 1s determined that a deletion condition has
not been satisfied, and the puzzle piece 22 that lies i the
selection path 1s not deleted. Specifically, 1t 1s determined
that the player has failed to designate a group of puzzle
pieces 22 (1.e., failed to solve the puzzle).

FI1G. 4 1llustrates an example in which the player has input
the selection path by touching the player character 4e,
sliding the finger to the cross-hatched hexagonal non-play-
able character piece 22 that 1s situated opposite to the
player character 4e, sliding the finger in the upward direction
so as to pass through two cross-hatched hexagonal non-
playable character pieces 22n, sliding the finger in the
leftward direction so as to pass through one cross-hatched
hexagonal non-playable character piece 22n, sliding the
finger to the enemy character piece 22e situated at the center
of the board 20, and then removing the finger.

Since the puzzle pieces 22 that lie in the selection path
include only the cross-hatched hexagonal non-playable char-
acter pieces 22n, and the enemy character piece 22¢ that 1s
considered to belong to a type that 1s 1dentical to that of the
cross-hatched hexagonal non-playable character pieces 22,
only character pieces that belong to the target type, or are
considered to belong to the target type, lie in the selection
path. Specifically, the path designation rules with regard to
the type of puzzle piece 1s met. Since the number of puzzle
pieces 22 that lie 1n the selection path 1s equal to or larger
than the given number (1.€., 4 (non-playable character pieces
22n)+1 (enemy character piece 22¢)=3), the designation of
the selection path 1s determined to be valid. Therefore, it 1s
determined that the player has performed an operation 1mnput
so that the player character 4e attacks the enemy character
piece 22¢ situated at the center of the board 20 with the
attack capability based on four non-playable character
pieces 22n.

Even 11 the player has not removed the finger at the enemy
character piece 22 situated at the center of the board 20, and
slid the finger to another non-playable character piece 22#
that 1s situated adjacent to the enemy character piece 22e in
the upward, downward, or leftward direction, the designa-
tion (designation operation input) of the selection path 1s
stopped since the non-playable character pieces 22# situated
adjacent to the enemy character piece 22¢ in the upward,
downward, or leftward direction do not belong to the target
type.

The designation (designation operation input) of the
selection path 1s automatically stopped when a given time
limit has been reached after the start of the selection path
designation operation.

Note that the connection-permitted direction may be
appropriately set corresponding to the shape of the piece
placement frame of the board 20. When the piece placement
frame has a rectangular shape, the connection-permitted
direction may be set to include four directions that corre-
spond to an angle of 45°, 135°, 225°, or 315° (counterclock-
wise) with respect to the rightward direction 1n addition to
the vertical direction and the horizontal direction.

When the player has failed to meet the path designation
rules when designating the selection path (e.g., when the
player has selected a cross-hatched hexagonal non-playable
character piece 22#n, and then selected a non-playable char-
acter piece 22n that belong to another type), the designation
of the selection path is stopped 1n a state immediately before
the player fails to meet the path designation rules. The player
can continue to designate the selection path from the pre-
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ceding position as long as the player does not remove the
finger from the touch panel 1506.

The enemy character piece 22¢ may be considered to
correspond to all of the four basic non-playable character
pieces 22n. Therefore, the path designation rules 1s met even
when the enemy character piece 22¢ 1s situated at a position
opposite to the player character 4 hat has been set to be the
attacker, or another enemy character piece 22 1s situated (on
the selection path) adjacent to the enemy character piece 22¢
that 1s situated at a position opposite to the player character
4 hat has been set to be the attacker.

FIG. 5 15 a view 1illustrating an example of a game screen
that displays an attack efiect.

When the player has completed the designation of the
selection path, the non-playable character pieces 22x that lie
in the selection path are deleted from the board 20. When the
enemy character piece 22¢ lies in the selection path, an
attack eflect that represents that the player character 4 set to
be the attacker has attacked the enemy character piece 22¢
1s displayed within the game screen.

In the example of the selection path illustrated 1n FIG. 4,
the attribute of the player character 4e set to be the start point
(attacker) 1s “white”, and the target type of the selection path
1s “horizontal stripes”. Therefore, it 1s determined that the
type of non-playable character piece 22» does not coincide
with the character attribute of the player character 4 set to be
the start pomt (attacker) of the selection path (i.e., the target
type differs from the character attribute). In thls case, a
normal attack effect 60 1s displayed with respect to the attack
target enemy character piece 22e.

The amount of damage to the attack target enemy char-
acter 1s calculated, and the life points are decremented
corresponding to the amount of damage. The amount of
damage to the enemy character piece 22¢ 1s determined
based on the attack capability parameter value of the player
character 4 set to be the attacker, and the defense capability
parameter value of the attack target enemy character piece
22¢. For example, the amount of damage to the enemy
character piece 22e 1s determined based on a given function
or table data calculated 1n advance. The player character 4
having a higher character level has a higher attack capability,
and the attack capability of the player character 4 increases
as the number of deletion target non-playable character
pieces 22n increases. The attack capability of the player
character 4 changes corresponding to whether or not the
player has designated the enemy character piece 22e as the
attack target when designating the selection path.

FIG. 6 1s a view 1illustrating a difference in the attack
capability of the player character 4 corresponding to the
designation of the selection path.

When the enemy character piece 22e lies 1n the selection
path (selection path R1) (see the leftward arrow), the player
character 4 attacks the enemy character piece 22e upon
completion of the designation of the selection path R1.

When the enemy character piece 22¢ does not lie 1n the
selection path (see the selection path R2), the player char-
acter 4 does not attack the enemy character piece 22e. In the
game according to one embodiment of the ivention, the
player character 4 1s thus “charged” with respect to the
attack capability. When the enemy character piece 22¢ lies
in the next selection path R3, the number of non-playable
character pieces 22nr deleted as a result of designating the
selection path R2 1s added to the number of non-playable
character pieces 22 that are deleted as a result of designat-
ing the selection path R3, and the attack capability 1is
determined based on the number of non-playable character
pieces 22n thus calculated. Specifically, it 1s possible to
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make a stronger attack by charging the player character 4
with respect to the attack capability by designating the
selection path R2 so that the enemy character piece 22e¢ does
not lie i the selection path R2, and designating the next
selection path R3 so that the enemy character piece 22e lies
in the selection path R3. Note that the number of times that
the selection path can be designated so that the enemy
character piece 22e does not lie in the selection path 1s not
limited. Specifically, the player can make a stronger attack
by repeatedly designating the selection path so that the
enemy character piece 22e does not lie 1 the selection path.
Note that the upper limit may be appropriately set to the
number of times that the selection path can be designated so
that the enemy character piece 22e¢ does not lie 1 the
selection path.

FI1G. 7 1s a view 1illustrating an example of a game screen
that 1s displayed after completion of the attack effect. FIG.
7 1llustrates an example of a change in game screen after the
non-playable character pieces 227 and the enemy character
piece 22¢ that lie 1n the selection path have been deleted (see
FIG. §).

When the life points of the enemy character piece 22¢
have not reached “0” after the life points of the enemy
character piece 22¢ have been decremented due to the attack
by the player character 4, the enemy character piece 22¢
remains on the board 20. The enemy character piece 22e 1s
deleted from the board 20 when the life points of the enemy
character piece 22¢ have reached “0”. Game points are
assigned to the player based on the amount of damage to the
enemy character pieces 22¢, and the number of puzzle pieces
22 that have been deleted.

The piece placement frames from which the enemy char-
acter piece 22¢ or the non-playable character piece 22#» has
been deleted, become empty. In this case, the remaining
puzzle pieces 22 are automatically moved 1 a given direc-
tion so as to be placed 1n the empty piece placement frames
(see FIG. 7), and additional puzzle pieces 22 are placed 1n
the piece placement frames that have become empty due to
the movement of the remaining puzzle pieces 22.

FIG. 8 1s a view 1illustrating an example of a game screen
in a state in which additional puzzle pieces 22 have been
placed 1n the empty piece placement frames (see FIG. 7),
and the player has designated (input) another selection path.

An example in which the player has designated (input) a
special selection path 1s described below. As illustrated 1n
FIG. 8, when the player has designated the selection path so
that the character attribute of the player character 44 set to
be the attacker coincides with the type of non-playable
character pieces 22 that lie in the selection path (1.e., the
character attribute 1s 1dentical to (or considered to be 1den-
tical to) the target type), a special attack eflect 1s displayed
instead of the normal attack effect. When the number of
non-playable character pieces 22» that lie in the selection
path has satisfied a given condition (e.g., when 5 or more
non-playable character pieces 22# lie in the selection path)
(see FIG. 8), a Ifree non-playable character piece appears 1n
the selection path.

FI1G. 9 1s a view 1llustrating an example of the attack effect
that 1s displayed within the game screen aiter completion of
the designation of the selection path (see FIG. 8). FIG. 9

illustrates an example of the spec1al attack eflect when the
type ol non-playable character pieces 22z that lie 1n the
selection path coincides with the character attribute of the
player character 4 set to be the start point (attacker) of the
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selection path. FIG. 9 also illustrates an example of the
addition of the free non-playable character piece.

The special attack eflect 1s described below.

A special attack eflect 62 1s implemented so that the
non-playable character pieces 22z that lie in the selection
path are deleted, and the puzzle pieces 22 situated around the
attack target enemy character piece 22e are reduced 1n size,
and moved away from the attack target enemy character
piece 22¢ such that a space 1s formed around the attack target
enemy character piece 22e. The attack target enemy char-
acter piece 22¢ 1s displayed 1n an enlarged state (as com-
pared with a normal state) within the space, and the player
character 44 set to be the attacker 1s also displayed 1n an
enlarged state (as compared with a normal state). A state 1n
which the player character 44 attacks the attack target enemy
character piece 22e¢ 1s then displayed in a more detailed
(richer) manner as compared with the normal attack eflect.
When the special attack effect has been completed, the
display size of each puzzle piece 22 that has been reduced
in size 1s returned to the orniginal display size, and each
puzzle piece 22 1s displayed at a given position within the
piece placement frame.

The free non-playable character piece 1s described below.

It 1s determined that a given implementation condition has
been satisfied (1.e., a given Iree piece appearance condition
has been satisfied) when the number of non-playable char-
acter pieces 22r that have been deleted has reached a given
reference value, and the free piece 22f 1s placed at the end
of the selection path, or a position determined at random,
immediately after the non-playable character pieces 22
lying 1n the selection path have been deleted. After the free
piece 22/ has been placed, the remaiming non-playable
character pieces 22 are moved downward, and placed in the
empty piece placement frames.

The free piece 22/ 1s a puzzle piece that 1s considered to
belong to the same type as that of each basic non-playable
character piece 22nr. According to the path designation rules,
the free piece 22/ 1s determined to belong to the same type
as that of each basic non-playable character piece 22# in the
same manner as the enemy character piece 22e¢. When the
selection path has been designated so that the free piece 221
lies 1n the selection path, the target type that has been set
with respect to the selection path 1s reset.

FIG. 10 1s a view illustrating an example of a game screen
when the selection path 1s selected so that the free piece 22/
lies 1n the selection path. In the example 1llustrated 1n FIG.
10, the player touches the player character 4¢ with a finger,
and slides the finger to the horizontal-striped hexagonal
non-playable character piece 227 that 1s situated opposite to
the player character 4c. The target type 1s thus set to
“horizontal stripes”. Therefore, the player can extend the
selection path by sliding the finger so as to sequentially
select horizontal-striped hexagonal non-playable character
pieces 22n.

The player slides the finger to the free piece 22f after
selecting the third puzzle piece 22. The target type 1s thus set
to “unspecified”. The target type 1s updated (set) thereafter
corresponding to the type of selected non-playable character
piece 22n. Specifically, the player can extend the selection
path by sliding the finger to a non-playable character piece
22n that belongs to a type other than the type “horizontal
stripes”’, or the enemy character piece 22e. In the example
illustrated 1n FIG. 10, the player slides the finger to the white
hexagonal non-playable character piece 22» that 1s situated
adjacent to the free piece 22f in the upward direction. The
target type 1s thus set to “white”. Therelore, the player can
extend the selection path by shiding the finger to another
white hexagonal non-playable character piece 22» or the
enemy character piece 22e. Specifically, 1t 1s possible to

designate a long selection path (that cannot be achieved by
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selecting only pieces that belong to the target type) by
causing the free piece 22f to appear, and designating the
selection path so that the free piece 22/ lies 1n the selection
path. In the example 1llustrated 1n FIG. 10, another free piece
221 will appear since the free piece appearance condition 1s
satisfied.

An example 1n which 1t 1s impossible to solve the puzzle
using the puzzle pieces 22 placed on the board 20 1s
described below.

In principle, a puzzle piece 22 1s automatically placed in
an empty piece placement frame. However, a situation may
occur 1in which 1t 1s impossible to solve the puzzle (see FIG.
11). Specifically, when the player has set the desired player
character 4 to be the attacker (1.e., the start point of the
selection path), the player must select the puzzle piece 22
that 1s situated opposite to the player character 4 set to be the
attacker, and designate the selection path by selecting puzzle
pieces 22 that belong to the target type. In the example
illustrated 1n FIG. 11, however, it 1s impossible to designate
the selection path so that a given number of puzzle pieces 22
that belong to an i1dentical type, or are considered to belong,
to an 1dentical type, lie in the selection path, when each
puzzle piece 22 situated opposite to the deck is selected.
Specifically, 1t 1s 1mpossible to solve the puzzle (i.e., a
no-solution state has occurred).

FIG. 12 15 a view 1llustrating an example of a game screen
showing an example of a method for coping with such a
special state (1.e., no-solution state).

In one embodiment of the invention, when a no-solution
state has occurred, the types of non-playable character
pieces 22n are changed for a given time to one type that has
been select at random from the four basic types so that the
puzzle can be necessarily solved. The player can arbitrarily
designate (input) the selection path during the above period.
Theretore, the player can solve the puzzle (1.e., get signifi-
cant game points) during the player’s turn by designating
(inputting) an arbitrary selection path using arbitrary puzzle
pieces 22. In other words, the no-solution state 1s canceled
by providing a bonus time that 1s significantly advantageous
to the player. Therelore, it 1s possible to allow the player to
be more mvolved in the game while coping with the no-
solution state.

When the bonus time has ended, the type of each non-
playable character piece 22# 1s returned to the original type,
and the remaining puzzle pieces 22 are moved to be placed
in empty piece placement frames.

Functional Configuration

FIG. 13 1s a functional block diagram illustrating a
functional configuration example of the server system 1100
according to one embodiment of the imnvention. The server
system 1100 according to one embodiment of the invention
includes an operation mput section 100, a processing section
200, a sound output section 390, an 1mage display section
392, a communication section 394, and a storage section
500.

The operation mnput section 100 1s a means for mputting,
an operation for managing the server system 1100. A key-
board and the like correspond to the operation input section
100.

The processing section 200 1s implemented by electronic
parts such as a microprocessor (e€.g., CPU and GPU) and an
IC memory. The processing section 200 performs a data
input-output control process on each functional section
including the operation input section 100 and the storage
section 500. The processing section 200 performs various
calculation processes based on a given program, data, an
operation mput signal from the operation 1mput section 100,
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and data recetved from the player terminal 1500, and con-
trols the operation of the server system 1100. The control
board 1150 (see FIG. 1) corresponds to the processing
section 200.

The processing section 200 according to one embodiment
of the invention includes a user management section 202, an
online shopping management section 204, a game manage-
ment section 210, a sound generation section 290, an 1mage
generation section 292, and a communication control section
294. Note that the processing section 200 may optionally
include an additional functional section.

The user management section 202 performs a user regis-
tration process, and a registration-management process that
registers and manages various types of data linked to the
registered user. For example, the user management section
202 may perform 1) a process that provides a specific user
ID to the user who has performed a given registration
process, 2) an electronic payment medium link process, 3)
an electronic payment account setting process, and an
account payment process using cash or a credit card, 4) a
payment process (e.g., payment of a play fee), 5) a payment
history storage-management process, and the like. When the
game 1s configured so that the player character can be used
in the game after registering the card ID of a game card
(trading card), the user management section 202 may also
perform a game card registration process.

The online shopping management section 204 1s a func-
tional section that allows the player to purchase the player
character 4, an 1item that can be used in the game, a lottery
right, and the like through online shopping. The online
shopping may be implemented in the same manner as known
online shopping.

The game management section 210 performs various
game management processes according to one embodiment
of the mvention.

When implementing a client-server online game, the
game management section 210 performs a control process
that provides data required for game play to the player
terminal 1500 while communicating with the player terminal
1500. For example, the game management section 210 may
perform 1) a player log-in/log-out process, 2) a process that
places an object (e.g., background) in a virtual three-dimen-
sional space to form a game field, 3) a process that places the
board 20, the deck 30, the puzzle piece 2 (that 1s placed on
the board 20), the player character 4 (that 1s placed 1n the
deck 30), and a virtual camera (that captures the board 20,
the deck 30, the puzzle piece 2, and the player character 4)
in the game field, 4) a process that automatically controls the
virtual camera, 5) a process that controls the action of the
player character 4 corresponding to an operation input
performed using the player terminal 1500, 6) a process that
controls an automatic attack on the enemy character piece
22¢, '7) an attack effect-damage retlection process, 8) a game
result calculation process, 9) time measurement process, and
the like. The game management section 210 may store
various types of data necessary for controlling game play in
the storage section 500. The game according to one embodi-
ment of the invention 1s basically performed 1n a single-
player mode. When implementing the game 1n a player
versus player (PvP) mode, the game management section
210 may perform a player matching control process.

The game management section 210 according to one
embodiment of the mvention includes a player character
placement control section 214, a puzzle piece placement
control section 216, a selection path designation control
section 218, a path display control section 220, a non-
playable character piece deletion control section 222, an
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attack control section 224, an enemy character piece deletion
control section 226, a progress control section 228, a skill
implementation control section 230, a special state coping
section 232, and a time measurement section 234. Note that
the game management section 210 may optionally include
an additional element (section).

The player character placement control section 214 forms
the deck 30 (see FIG. 3) corresponding to an operation input.
Specifically, the player character placement control section
214 selects the player character 4 used 1n the game from a
list of the available player characters registered by the player
in advance corresponding to an operation input. The player
character placement control section 214 then performs a
placement control process that places the selected player
character at the character placement position 31 that is
situated opposite to a given position (given edge position) of
the edge of the board 20. The player character placement
control section 214 can change the placement position
during the game (game play) corresponding to a given
character placement position change operation mnput (e.g.,
an operation that slides the player character 4). Specifically,
the player character placement control section 214 can
change the relationship between the player character 4 and
the given edge position of the board 20.

The puzzle piece placement control section 216 performs
a management-control process on the puzzle piece 22 placed
on the board 20 (see FIG. 3). In one embodiment of the
invention, the puzzle piece placement control section 216
performs an enemy character piece placement control pro-
cess that places the enemy character piece that represents the
enemy character on the board 20. The puzzle piece place-
ment control section 216 also performs a free piece place-
ment control process that causes the free piece 22f (see FIG.
9) to appear 1 the selection path based on at least the
non-playable character piece 22» that has been deleted due
to a selection path designation operation input.

The selection path designation control section 218 per-
forms a control process with regard to a selection path
designation operation input.

In one embodiment of the ivention, the selection path
designation control section 218 performs an invalidation
control process the invalidates a selection path designation
operation mput that does not start from the given edge
position that 1s situated at the edge of the board 20 opposite
to the character placement position 31 of the deck 30 (see
FIG. 3), or the character placement position 31.

The selection path designation control section 218 may
perform a path iput termination control process that, when
the puzzle pieces 22 that have been sequentially selected do
not satisfy a given connection condition with respect to the
type (e.g., a condition whereby the puzzle pieces 22 belong
to an 1dentical type, or are considered to belong to an
identical type), determines that the selection path has ended
up to the puzzle piece 22 that has been selected 1n a state 1n
which the connection condition 1s satisfied, and terminates
the path designation (selection) mput.

The path display control section 220 performs a display
control process on the path line 7 (see FIG. 4).

Specifically, the path display control section 220 performs
the display control process that changes the display state of
the path line 7 using the number of non-playable character
pieces 22n that are deleted due to the selection path desig-
nation operation input, and/or the type of player character 4
placed at a position that corresponds to the start point of the
selection path (i.e., the character placement position 31
situated opposite to the placement position of the puzzle
piece 22 (selection order: “17) set to be the start point of the
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selection path). When the enemy character piece 22¢ lies 1n
the path represented by the path line 7 that 1s subjected to the
display control process, the path display control section 220
may change the display state of the path line 7 corresponding
to the attack that 1s implemented by the player character 4 set
to be the attacker. In one embodiment of the invention, since
the attack that 1s implemented by the player character 4 set
to be the attacker depends on the character attribute, the
display state 1s changed substantially corresponding to the
character attribute of the player character 4 set to be the
attacker. When a special attack can be implemented using an
item, for example, the display state may be changed using
the type of item.

The non-playable character piece deletion control section
222 performs a control process that deletes the non-playable
character piece 22n that has satisfied a given deletion
condition from the board 20.

The attack control section 224 controls an attack that 1s
implemented by the player character 4 on the enemy char-
acter piece 22e. Specifically, when the enemy character
piece 22e lies 1n the selection path, the attack control section
224 calculates the attack capability using 1) the number N of
non-playable character pieces 22n deleted due to the selec-
tion path designation operation input, 2) the parameter value
(e.g., character level L (where L 1s a natural number)) of the
player character 4 set to be the attacker that 1s placed at a
position that corresponds to the start point of the selection
path (1.e., the character placement position 31 that corre-
sponds to the puzzle piece 22 (selection order: “1”) set to be
the start point of the selection path), 3) a compatibility value
M (where M 1s a natural number) between the character
attribute 332 of the player character 4 set to be the attacker
and the non-playable character pieces 22 that have been
deleted, and 4) the number C (where C 1s a natural number)
of successive attacks during the current player’s turn, and
changes the parameter value of the enemy character piece
22¢ that lies 1n the selection path so that the enemy character
piece 22¢ 1s damaged based on the calculated attack capa-
bility.

The attack control section 224 may perform a display
control process that implements the special attack effect 62
(see FIG. 9) that displays the state of the attack while
highlighting the player character 4 set to be the attacker, and
the attack target enemy character piece 22e.

The enemy character piece deletion control section 226
controls deletion of the enemy character piece 22¢ based on
the parameter value of the enemy character piece 22e.

The progress control section 228 controls the progress of
the puzzle game while switching between the player’s turn
and the enemy’s turn. Specifically, the progress control
section 228 determines a period until a given time elapses
after a selection path designation operation input has been
performed to be the player’s turn.

The skiall implementation control section 230 controls the
implementation of the skill by each player character 4.

Specifically, the skill implementation control section 230
counts the number N of non-playable character pieces 22
deleted due to the selection path designation operation input
corresponding to each player character 4 (set to be the
attacker) placed at a position that corresponds to the start
point of the selection path, and causes the player character
4 for which the number N has satisfied a given skill
implementation threshold value condition to implement a
grven skill.

The special state coping section 232 detects a given
special state (no-solution state) in which the puzzle pieces
22 placed on the board 20 cannot be deleted due to a
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selection path designation operation input, and changes the
types ol non-playable character pieces 22» placed on the
board 20 (except for a given type (enemy character piece
22¢)) to a specific type. The special state coping section 232
changes the type of each non-playable character piece 22 to
the original type when a given time has elapsed.

The time measurement section 234 performs a time
measurement process that measures the current date/time,
and controls a timer, for example.

The sound generation section 290 1s implemented by a
processor (e.g., digital signal processor (DSP) and sound
synthesis IC), an audio codec that can reproduce a sound file,
or the like. The sound generation section 290 generates data
for the player terminal 1500 to reproduce a game back-
ground music (BGM) and a game eflect sound. In one
embodiment of the invention, the sound generation section
290 generates a sound signal necessary for a system man-
agement process, and outputs the sound signal to the sound
output section 390. The sound output section 390 1s 1imple-
mented by a speaker or the like that outputs sound based on
the sound signal output from the sound generation section
290.

The 1mage generation section 292 1s implemented by a
processor (e.g., GPU and digital signal processor (DSP)), a
video signal IC, a program (e.g., video codec), a drawing,
frame IC memory (e.g., frame bufler), or the like. The image
generation section 292 generates data for the player terminal
1500 to display a game screen (1mage) based on the pro-
cessing results of the game management section 210. In one
embodiment of the invention, the image generation section
292 generates an 1mage necessary for a system management
process, and outputs the resulting image signal to the image
display section 392.

The 1image display section 392 displays various images
necessary for a system management process based on the
image signal mput from the 1image generation section 292.
The image display section 392 may be implemented by an
image display device such as a tlat panel display, a cathode-
ray tube (CRT), a projector, or a head-mounted display.

The communication control section 294 performs a data
communication process, and exchanges data with an exter-
nal device through the communication section 394.

The communication section 394 connects to the commu-
nication line 9 to implement communication. The commu-
nication section 394 1s implemented by a transceiver, a
modem, a terminal adapter (TA), a jack for a communication
cable, a control circuit, or the like. The communication
device 1153 (see FIG. 1) corresponds to the communication
section 394.

The storage section 500 stores a program, various types of
data, and the like that cause the processing section 200 to
implement various functions. The storage section 300 1is
used as a work area for the processing section 200, and
temporarily stores the results of calculations performed by
the processing section 200 according to various programs,
for example. The function of the storage section 500 is
implemented by an IC memory (e.g., RAM and ROM), a
magnetic disk (e.g., hard disk), an optical disk (e.g., CD-
ROM and DVD), an online storage, or the like. The IC
memory 1152 and the storage 1140 (see FIG. 1) correspond
to the storage section 3500.

FI1G. 14 1s a view 1llustrating an example of a program and
data that are stored in the storage section 500 of the server
system 1100 according to one embodiment of the invention.
The storage section 500 stores a system program 301, a
server program 502, a client program 503, a current date/
time 504, game 1nitial setting data 510, user management
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data 600, and play data 700. The storage section 500 may
also appropriately store additional mformation (e.g., timer
value, counter value, and flag).

The system program 501 1s a basic program that 1s read
and executed by the processing section 200 to implement a
basic input-output function of a computer.

The server program 502 1s a program that causes the
processing section 200 to function as the user management
section 202, the online shopping management section 204,
and the game management section 210.

The client program 503 1s a program that 1s executed by
the player terminal 1500, and causes the player terminal
1500 to execute the game. The client program 503 may be
implemented by a dedicated program, for example. When
implementing the game according to one embodiment of the
invention as a web game, the client program 503 may be
implemented using web technology that actively controls
screen display based on a web browser utilizing HTML,
Java (registered trademark), Cascading Style Sheets (CSS)
and the like, and a plug-in such as Adobe (registered
trademark) Flash.

Note that another method may also be used.

The game 1ni1tial setting data 510 includes various types of
initial setting data necessary for implementing the game
according to one embodiment of the mvention that i1s pro-
vided by the server system 1100. Part of the game 1initial
setting data may be distributed to the player terminal 1500.

FIG. 15 1s a view 1llustrating a data configuration example
of the game 1nitial setting data 510 according to one embodi-
ment of the mvention. The game initial setting data 510
includes stage initial setting data 512, puzzle piece nitial
setting data 520, player character initial setting data 530, and
a path line display state setting table 560. Note that the game
initial setting data 510 may optionally include additional
data.

The stage 1mitial setting data 512 1s provided correspond-
ing to each stage that can be played during the game
according to one embodiment of the invention. The stage
initial setting data 512 includes a specific stage number,
board definition data that defines the shape of the board 20,
the type and the number of enemy character pieces 22e that
appear 1n the stage, and data that represents a stage clear
condition. The board definition data appropriately includes
the shape of the piece placement frame included 1n the board
20, the number of piece placement frames, the position
relationship between the piece placement frames, and the
like.

The puzzle piece mitial setting data 520 1s provided
corresponding to each type of puzzle piece 22.

In one embodiment of the invention, the puzzle piece
initial setting data 520 includes non-playable character piece
initial setting data 521 and enemy character piece initial
setting data 523.

The non-playable character piece initial setting data 521
1s provided corresponding to each type of non-playable
character piece 22xn. The non-playable character piece mitial
setting data 521 1s data for displaying the puzzle piece 22
within the game screen. In one embodiment of the invention,
the non-playable character piece 1mitial setting data 521 1s
provided corresponding to the four basic non-playable char-
acter pieces including a white hexagonal non-playable char-
acter piece, a horizontal-striped hexagonal non-playable
character plece a cross-hatched hexagonal non-playable
character piece, and a densely-hatched hexagonal non-play-
able character piece, and the free piece 22/.

The enemy character piece initial setting data 523 1s
provided corresponding to each type of enemy character
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piece 22¢ that appears 1n the stage. The enemy character
piece initial setting data 523 includes a specific enemy
character type, an ability parameter value list, and display
data for displaying the enemy character within the game
screen. Note that the enemy character piece initial setting
data 523 may optionally include additional data.

The player character 1nitial setting data 330 1s provided
corresponding to each type of player character 4. As 1llus-
trated 1n FIG. 16, the player character initial setting data 530
includes a specific character type 531, a character attribute
532, character display data 533, and a imtial parameter
library 540. Note that the player character initial setting data
530 may optionally include additional data.

The mitial parameter library 540 includes setting data that
includes various 1nitial settings with regard to the ability and
the like of the player character. The inmitial parameter library
540 1s provided corresponding to each character level 541.
The mitial parameter library 540 includes 1nmitial life points
542, a piece type compatibility value definition table 543, an

attack capability calculation function 544, a defense capa-
bility 345, skill definition data 547, and a skill implemen-

tation threshold value 549 when the character level 541 1s set
to an 1nitial state. Note that the 1mnitial parameter library 540
may optionally include additional data.

The piece type compatibility value defimition table 543
defines the compatibility value M between the character
attribute 532 of the player character 4 and the type of
non-playable character piece 22%. In one embodiment of the
invention, the compatibility value M 1s defined to be largest
when the character attribute 532 and the type ol non-
playable character piece 22 are identical to each other.

The attack capability calculation function 544 1s a func-
tion for calculating the attack capability of the player
character 4. The attack capability calculation function 544 1s
a Tunction that uses (as variables) the character level L
(where L 1s a natural number) of the player character 4, the
number N of non-playable character pieces 227 deleted due
to the designation of the selection path, the compatibility
value M (where M 1s a natural number) between the char-
acter attribute 532 and the non-playable character pieces
22n, and the number C of successive attacks during the
current player’s turn. In one embodiment of the invention,
the attack capability calculation function 544 1s set so that a
higher attack capability 1s obtained as the character level L,
the number N, the compatibility value M, and the number C
Increase.

The skall definition data 547 defines the details of the skall
that 1s set to the player character 4.

The skill implementation threshold value 549 defines a
condition that must be satisfied 1n order to implement the
skill. In one embodiment of the invention, the skill imple-
mentation threshold value 549 defines a threshold value with
respect to the total number (integrated value) of non-play-
able character pieces 22r that are deleted due to the desig-
nation of the selection path. Note that another condition may
be set appropriately.

Again referring to FIG. 15, the path line display state
setting table 560 defines the display state of the path line that
represents (displays) the selection path. In one embodiment
of the mnvention, the type of path line 1s defined correspond-
ing to a combination of the character attribute (e.g., the type
of attack) of the player character 4 set to be the attacker, and
the target type. The thickness of the path line 1s determined
by the attack capability of the player character 4 set to be the
attacker that successively calculated when the player desig-
nates the selection path. Specifically, the path line drawn on
the board 20 represents the selection path, and also repre-
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sents the player character 4 that implements an attack, and
the strength of the attack that 1s implemented by the selec-
tion path.

Again referring to FIG. 14, the user management data 600
1s provided corresponding to each user who has been reg-
istered as the player of the online game provided by the
server system 1100. The user management data 600 includes
a specific player ID 601, an available player character list
603, and save data 610, for example. The user management
data 600 may also appropnately include information such as
play date/time history data and charge history data in a
linked manner.

The save data 610 includes various types of data that
describe the progress of the game when the data was saved.
For example, the save data 610 includes a stage clear history
611 that includes the number of the cleared stage, and one
piece or a plurality of pieces of player character status data
613 that describes the state of each player character. The
player character status data 613 includes a specific player
character ID (character type+serial number), a character
level, information about an item possessed by the player
character, and the like 1n a linked manner. Note that the save
data 610 may optionally include additional data. For
example, the save data 610 may include a player level, a play
date/time history, a charge history, and the like.

The play data 700 1s provided corresponding to each game
play, and 1includes data necessary for implementing the game
according to one embodiment of the mnvention, and various
types of data that describe the progress of the game.

As 1llustrated 1n FIG. 17, the play data 700 includes a
player ID 701, a play stage number 703, deck data 710,
board management data 720, enemy character management
data 730, automatic turn management data 732, selection
path data 740, path line display control data 760, a charge
piece count 762, a successive attack count 764, a restoration
timer 766, and play result data 768, for example. Note that
the play data 700 may optionally include additional data.

FIG. 18 1s a view 1llustrating a data configuration example
of the deck data 710.

The deck data 710 1s data that manages the deck 30. The
deck data 710 includes various types of data that describe the
state of the deck 30, and the state of the player character 4
used 1n the game. For example, the deck data 710 includes
a character placement position ID711 that represents the
placement frame, placement coordinates 712 of the place-
ment frame, a specific character ID 713 that represents the
player character 4 placed 1n the placement frame, a character
level 714, remaining life points 713, integrated skill points
716, and a character attribute 717 1n a linked manner. Note
that the deck data 710 may optionally include additional
data.

The coordinate system of the placement coordinates 712
1s the same as that of the board 20.

The remaining life points 713 represent the remaining life
points displayed in the individual life display area 34.

The integrated skill points 716 represent the integrated
(total) number of non-playable character pieces 22z that
have been deleted 1n a state 1n which the player character 4
1s set to be the attacker (1.e., the start point of the selection
path). A value obtained by subtracting the integrated skall
points 716 from the skill implementation threshold value
549 included 1n the initial parameter library 540 of the player
character 4 1s displayed 1n the required skill point display
arca 38.

FIG. 19 1s a view 1llustrating a data configuration example
of the board management data 720.
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The board management data 720 includes various types of
data that describe the placement state of the puzzle pieces 22
on the board 20. For example, the board management data
720 1ncludes placement coordinates 721 (e.g., the coordi-
nates of each piece placement frame), a placed piece type
722 that represents the puzzle piece 22 placed in the piece
placement frame, and a restoration target type 723 1n a
linked manner.

The placed piece type 722 1s set to “white”, “horizontal-
striped”,  “cross-hatched”, “densely-hatched”, “free”,
“NULL (1.e., no puzzle piece 22 1s placed)”, or “enemy
character ID”. The placed piece type 722 1s set to an
identical type (excluding “enemy character ID” and
“NULL”) during the bonus time (see FIG. 12) for canceling
the no-solution state.

The restoration target type 723 1s referred to after comple-
tion of the bonus time (see FIG. 12) 1n order to return the
type of each puzzle piece 22 to the original type. The nitial
value 1s set to a given value (NULL) that represents
“unspecified”. The type of puzzle piece 22 1s copied from the
placed piece type 722 when the bonus time starts.

Again referring to FIG. 17, the enemy character manage-
ment data 730 1s provided corresponding to each enemy
character piece 22e¢ placed on the board 20, and includes
data that describes the state of the enemy character. The
enemy character management data 730 includes a specific
enemy character ID (character type+serial number), an
enemy character type, and the remaining life points, for
example. Note that the enemy character management data
730 may optionally include additional data.

The automatic turn management data 732 manages data
for automatically switching between the player’s turn and
the enemy’s turn. For example, the automatic turn manage-
ment data 732 may include a count value of a timer that
measures the time of each turn. In one embodiment of the
invention, the timer measures the duration of the player’s
turn after the first selection path has been designated during,
the player’s turn. Therefore, the player can take time to solve
the puzzle. Note that the time may be measured immediately
aiter completion of the enemy’s turn (without waiting for the
first selection path to be designated during the player’s turn),
and the player’s turn may be automatically switched to the
enemy’s turn when a given time has been reached.

The selection path data 740 1s provided corresponding to
cach selection path designated during one player’s turn, and
includes various types of data that defines the selection path.
As 1llustrated in FIG. 20, the selection path data 740 includes
a selection count 741, an attacker player character 1D 743,
a selection path coordinate list 750, a target type 756, an
attack target list 758, and an applied attack capability 759,
for example. Note that the selection path data 740 may
optionally include additional data.

The selection count 741 represents the number of puzzle
pieces 22 selected to be the selection path. The mitial value
1s set to “07.

The attacker player character 1D 743 represents the player
character that implements an attack upon completion of the
designation of the selection path. Specifically, the attacker
player character ID 743 represents the player character that
corresponds to the start point of the selection path.

The selection path coordinate list 750 includes informa-
tion that defines the selection path. For example, the selec-
tion path coordinate list 750 includes a selection order 751
and path coordinates 752 in a linked manner. The path
coordinates 7352 represent the position coordinates of the
puzzle pieces 22 selected to be the selection path on the
board 20. In one embodiment of the invention, the path
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coordinates 752 represent the coordinates of the piece place-
ment frames on the board 20 1n which the puzzle pieces 22
selected to be the selection path are placed.

The target type 756 represents the target type that corre-
sponds to the selection path. The 1nitial value 1s set to a given
value (NULL) that represents “unspecified”. The target type
756 15 set to the type of the puzzle piece 22 of which the
selection order 751 1s “1”, and 1s reset when the free piece
22/ has appeared 1n the selection path.

The attack target list 758 1s a list of the character ID of the
enemy character pieces 22e that lie 1n the selection path.

The applied attack capability 759 includes the parameter
value of the attack capability that 1s applied to an attack
implemented after completion of the designation of the
selection path. The applied attack capability 759 1s updated
corresponding to a selection path designation operation
input.

Again referring to FIG. 17, the path line display control
data 760 1s display control data for the path line 7 (see FIG.
4).

The charge piece count 762 includes the integrated (total)
number of non-playable character pieces 22» deleted n
connection with the selection path in which the enemy
character piece 22¢ does not lie. The itial value 1s set to
“0”. The number of non-playable character pieces 22
deleted 1n connection with the selection path in which the
enemy character piece 22e does not lie 1s added to the value
represented by the charge piece count 762, and the charge
piece count 762 1s reset to “0” when the player character 4
has implemented an attack. The attack capability of the
player character 4 1s calculated using the current charge
piece count 762.

The successive attack count 764 represents the number of
attacks implemented by the player character 4 during the
current player’s turn. The successive attack count 764 1is
reset to “1” (initial value) when the enemy’s turn has been
switched to the player’s turn, and *“1” 1s added to the
successive attack count 764 when the player character 4 has
implemented an attack.

The restoration timer 766 1s used to measure the remain-
ing time until the type of puzzle piece 22 that has been
temporarilly changed to cancel the no-solution state 1s
returned to the original type.

Operation

The operation of the server system 1100 1s described
below.

FIGS. 21 and 22 are flowcharts illustrating the flow of the
main process performed by the server system 1100. Note
that FIGS. 21 and 22 illustrate an example of the flow of the
main process that corresponds to one stage for convenience
of explanation. The flow of the process described below 1s
implemented by causing the server system 1100 to execute
the server program 502. The player terminal 1500 has
downloaded and executed the client program 503, the avail-
able player characters have been registered 1n advance, and
the login process has been completed. The play result data
768 (sce FIG. 17) 1s updated appropriately.

As 1llustrated 1n FIG. 21, the server system 1100 performs
a play stage selection reception process (step S2). The server
system 1100 sets the play stage number 703 (see FIG. 18)
corresponding to a selection 1mput performed by the player.
For example, the server system 1100 sets the play stage
number 703 to “1” when the player plays the game from the
beginning, and sets the play stage number 703 to the stage
number read from the stage clear history 611 included 1n the
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save data 610 of the player (see FIG. 14) when the player
plays the game from the point at which the player suspended
the game.

The server system 1100 then performs a deck formation
process (step S4).

Specifically, the server system 1100 displays the available
player character list 603 (1.e., a list of the available player
characters registered by the player 1n advance (see FI1G. 14),
and a list of the player characters 4 included 1n the player
character status data 613 included in the save data 160, and
selects the player character 4 (in a number equal to or
smaller than a given number) that 1s placed 1n the deck 30
corresponding to a selection operation mput performed by
the player. The server system 1100 determines the placement
position of the selected player character 4 in the deck 30
corresponding to an operation mput. The information about
the player character 4 of which the placement position has
been determined is set to the deck data 710 included i the
play data 700 (see FIG. 17) (see FIG. 18).

The server system 1100 then places the puzzle pieces 22
on the board 20, and places the deck 30 (step S6). The server
system 1100 randomly places the enemy character piece 22¢
and the non-playable character piece 22# set (designated) to
the stage initial setting data 512 (see FIG. 135) that corre-
sponds to the current play stage number 703. Note that the
server system 1100 may place the puzzle pieces 22 based on
given placement rules.

The server system 1100 then starts the game (step S8).
When the game has started, the server system 1100 starts an
automatic turn management process. Specifically, the server
system 1100 switches the player’s turn to the enemy’s turn
when a given time has elapsed after the first selection path
designation operation input has been detected (after the first
touch to the touch panel 1506 during the player’s turn has
been detected), and switches the enemy’s turn to the player’s
turn when a given time has elapsed during the enemy’s turn,
or an automatic action control process on the enemy char-
acter has started. The turn switching process 1s automatically
performed thereatter.

When the server system 1100 has detected that a slide
operation has been performed on the player character 4
displayed 1n the deck 30 during the player’s turn, the server
system 1100 determines that a character placement position
change operation has been detected (YES 1n step S12), and
changes the placement positions of the player characters 4
placed 1n the deck 30 corresponding to the character place-
ment position change operation (step S14).

When the server system 1100 has detected that a selection
path designation operation input (touch to the touch panel
1506) has been performed during the player’s turn (YES 1n
step S16), the server system 1100 performs a selection path
setting process (step S18).

FIGS. 23 and 24 are flowcharts illustrating the tlow of the
selection path setting process.

The server system 1100 resets the selection path data 740
(see FIGS. 17 and 20) (step S30). The selection number 741
1s thus reset to “0”.

The server system 1100 determines whether or not the
start position of the selection path designation operation
input corresponds to one of the player characters 4 placed 1n
the deck 30, or the puzzle piece 22 situated at the edge
position of the board 20 opposite to the deck 30 (step S32).

When the server system 1100 has determined that the start
position of the selection path designation operation input
does not correspond to one of the player characters 4 placed
in the deck 30, or the puzzle piece 22 situated at the edge
position of the board 20 opposite to the deck 30 (NO 1n step

10

15

20

25

30

35

40

45

50

55

60

65

28

S32), the server system 1100 determines that the selection
path designation operation mput 1s mvalid (step S34), and
terminates the selection path setting process.

When the server system 1100 has determined that the start
position of the selection path designation operation input
corresponds to one of the player characters 4 placed 1n the
deck 30, or the puzzle piece 22 situated at the edge position
of the board 20 opposite to the deck 30 (YES 1n step S32),
the server system 1100 determines that the start position of
the selection path designation operation input 1s appropriate
as the start point of the selection path, and sets the attacker
player character ID 743 included in the selection path data
740 (see FIG. 20) based on the start position (step S40).
More specifically, when the start position corresponds to one
ol the player characters 4 placed 1n the deck 30, the player
character 4 1s set to the attacker player character 1D 743.
When the start position corresponds to the puzzle piece 22
situated at the edge position of the board 20, or the piece
placement frame in which the puzzle piece 22 1s placed, the
player character 4 placed at the character placement position
of the deck 30 and situated opposite to the puzzle piece 22
or the piece placement frame i1s set to the attacker player
character 1D 743.

When the start position corresponds to the edge position
of the board 20 (YES 1n step S42), the server system 1100

registers the start position in the selection path coordinate
list 750 (step S44). The server system 1100 sets the type of
the puzzle piece 22 that corresponds to the start position to
the target type 756 (step S46), and increments the selection
count 741 by “1” (step S48).

When the puzzle piece 22 that corresponds to the start
position 1s one of the four basic non-playable character
pieces 22n, the type of the puzzle piece 22 1s set to the target
type 756. When the puzzle piece 22 that corresponds to the
start position 1s the enemy character piece 22e or the free
piece 22/, a given value (e.g., NULL) that represents “not
set”, “free”, or “unlimited” 1s set to the target type 756.

When the player’s turn has ended after the starting point
of the selection path has been mput (NO 1n step S50), the
server system 1100 terminates the selection path setting

pProcess.

When completion of the selection path designation opera-
tion mput has been detected after the starting point of the
selection path has been mput (YES 1n step S52), the server
system 1100 also terminates the selection path setting pro-
cess. More specifically, when the player has removed the
finger from the touch panel 1506, the server system 1100
determines that completion of the selection path designation
operation input has been detected. When completion of the
selection path designation operation input has been detected
(YES 1n step S52), the server system 1100 terminates the
selection path setting process.

When the touch position has been slid to the puzzle piece
22 that 1s adjacent to the latest path coordinates 752 (see
FIG. 20) 1n a given connection direction (YES 1n step S60)
in a state in which the player’s turn has not ended, and the
selection path designation operation input has not ended
(NO 1n step S52), the server system 1100 refers to the board
management data 720 (see FI1G. 19) to acquire the type of the
puzzle piece 22 to which the touch position has been slid.
When the puzzle piece 22 to which the touch position has
been slid 1s the free piece 22/ (YES 1n step S62), the server
system 1100 resets the target type 756 to “iree (1.e., unlim-
ited)” (step S64). When the puzzle piece 22 to which the
touch position has been slid 1s one of the four basic non-
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playable character pieces 227 or the enemy character pieces
22¢ (NO 1n step S62), the server system 1100 maintains the
target type 756.

The server system 1100 then determines whether or not
the type of the puzzle piece 22 to which the touch position
has been slid corresponds to the type represented by the
target type 756. The server system 1100 determines that the
type of the puzzle piece 22 to which the touch position has
been slid does not correspond to the type represented by the
target type 756 when the type of the puzzle piece 22 to which
the touch position has been slid 1s not identical to, or 1s not
considered to be identical to, the type represented by the
target type 756 (NO i step S70), determines that the
selection path input has been completed, and terminates the
selection path setting process. The server system 1100
determines that the type of the puzzle piece 22 to which the
touch position has been slid corresponds to the type repre-
sented by the target type 756 when the type of the puzzle
piece 22 to which the touch position has been slid 1s not
identical to, or 1s not considered to be 1dentical to, the type
represented by the target type 756 (YES 1n step S70), adds
the path coordinates 752 of the puzzle piece 22 to which the
touch position has been slid to the selection path coordinate
list 750 (step S72), and increments the selection count 741
by “1” (step S74).

When the puzzle piece 22 to which the touch position has
been slid i1s the enemy character piece 22¢ (YES 1n step
S80), the server system 1100 adds the enemy character ID of
the enemy character piece 22¢ to the attack target list 758
(step S82).

The server system 1100 then calculates the attack capa-
bility of the player character 4 set to be the attacker based on
the current selection path designation state (step S84).

More specifically, the server system 1100 reads the char-
acter level L (character level 714 (see FI1G. 18)) of the player
character 4 set to be the attacker from the deck data 710. The
server system 1100 compares the selection path coordinate
list 750 and the board management data 720, and adds the
charge piece count 762 to the number of non-playable
character pieces 22» that lie 1n the current selection path to
calculate the number N of non-playable character pieces 22
deleted due to the selection path designation operation input.
The server system 1100 refers to the target type 756, the
character attribute 717 (see FIG. 18) of the player character
4 set to be the attacker, and the piece type compatibility
value definition table 543 (see FIG. 16), and reads the
compatibility value M between the player character 4 set to
be the attacker and the non-playable character pieces 22#
that lie 1 the selection path. The server system 1100
calculates the attack capability based on the attack capabaility
calculation function 544 (see FIG. 16) of the player char-
acter 4 set to be the attacker, and sets the calculated attack
capability to the applied attack capabaility 759 (see FIG. 20).

The server system 1100 then displays the path line 7 along,
the selection path so as to have the type defined by the path
line display state setting table 560 (see FIG. 15) and the
thickness corresponding to the calculated attack capability
(step S86), and performs the step S50 again.

When the server system 1100 has determined that the type
of the puzzle piece 22 to which the touch position has been
slid does not correspond to the target type 1n the step S70
(NO 1n step S70), the server system 1100 determines that the
selection path designation rules are not met, and terminates
the selection path setting process. Specifically, the server
system 1100 determines that the selection path has ended
upon selection of the preceding puzzle piece 22, and termi-
nates the selection path designation (selection) input.
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The server system 1100 then performs a player attack
control process (step S100) (see FIG. 21 (flowchart)).

FIG. 25 15 a flowchart 1llustrating the tlow of the player
attack control process.

The server system 1100 cancels the display of the path
line 7 (step S120). The server system 1100 then determines
whether or not the puzzle pieces 22 that lie in the selection
path represented by the selection path data 740 have satisfied
a given deletion condition (step S122). In one embodiment
of the 1invention, 1t 1s determined that the deletion condition
has been satisfied when the number of puzzle pieces 22 that
lie 1n the selection path 1s equal to or larger than a given
number (e.g., “3”), and the puzzle pieces 22 are i1dentical in
type, or are considered to be identical 1n type.

When the deletion condition has been satisfied (YES 1n
step S122), the server system 1100 deletes the non-playable
character pieces 22r that lie 1n the selection path from the
board 20 (step S124), and adds the number of non-playable
character pieces 22» that have been deleted to the integrated
skill points 716 (see FI1G. 18) of the player character 4 set to
be the attacker (step S126).

The server system 1100 then determines whether or not
the enemy character piece 22e lies in the selection path.

When the enemy character piece 22¢ lies 1n the selection
path (YES 1n step S122), the server system 1100 performs a
loop A process on each enemy character piece 22e registered
in the attack target list 758 (steps S132 to S148).

In the loop A process, the server system 1100 calculates
the amount of damage to the processing target enemy
character piece 22e¢ (step S134). The amount of damage 1s
calculated using a given method based on the defense
parameter value of the enemy character piece 22¢ included
in the attack target list 758, and the applied attack capabaility
759.

When the character attribute of the player character 44 set
to be the attacker does not coincide with the type of
non-playable character pieces 22z that lie in the selection
path (NO 1n step S136), the server system 1100 displays the
normal attack eflect 60 that implements an attack using the
calculated amount of damage corresponding to the process-
ing target enemy character piece 22e (step S138 (see FIG.
5)). When the character attribute of the player character 44
set to be the attacker coincides with the type of non-playable
character pieces 22 that lie in the selection path (YES 1n
step S136), the server system 1100 displays the special
attack eflect 62 that implements an attack using the calcu-
lated amount of damage corresponding to the processing
target enemy character piece 22e (step S140 (see FIG. 9)).

The server system 1100 then reflects the damage 1n the
processing target enemy character piece 22¢ (step S142).
When the life points of the enemy character piece 22¢ have
reached “0” as a result of reflecting the damage, the server
system 1100 determines that the enemy character piece 22¢e
has been destroyed, deletes the enemy character piece 22¢
from the board 20 (step S144), and adds the number of
enemy character pieces 22¢ that have been deleted to the
integrated skill points 716 of the player character 4 set to be
the attacker (step S146). The server system 1100 then
terminates the loop A process (step S148).

When the server system 1100 has performed the loop A
process on all of the attack target enemy character pieces
22¢, the server system 1100 terminates the player attack
control process.

Again referring to FIG. 21, the server system 1100
determines whether or not a free piece (22f) appearance
condition has been satisfied. The server system 1100 deter-
mines that the free piece (22f) appearance condition has
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been satisfied when the number of non-playable character
pieces 22r that lie 1n the selection path 1s equal to or larger
than a given value (e.g., “37).

When the server system 1100 has determined that the free
piece (22f) appearance condition has been satisfied (YES in
step S180), the server system 1100 places the free piece 221
in the selection path (step S182 (see FI1G. 9)), and resets t

he
selection path data 740 (see FIG. 20) (step S184). When the
server system 1100 has determined that the free piece (22f)
appearance condition has not been satisfied (NO 1n step
S180), the server system 1100 resets the selection path data
740 without placing the free piece 22f.

As 1llustrated in FIG. 22, when a given skill implemen-
tation operation has been detected during the player’s turn
(YES 1 step S190), the server system 1100 determines
whether or not the player character 4 that has been operated
has satisfied the skill implementation condition (step S192).
In one embodiment of the invention, 1t 1s determined that the
player character 4 that has been operated has satisfied the
skill implementation condition when the integrated skill
points 716 (see FIG. 18) of the player character 4 have
reached the skill implementation threshold value 349 (see
FIG. 16) of the player character 4.

When the server system 1100 has determined that the
player character 4 that has been operated has satisfied the
skill 1mplementation condition (YES 1n step S192), the
server system 1100 causes the player character 4 to imple-
ment the skill defined by the skill definition data 547 (see
FIG. 16), and resets the integrated skill points 716 to “0” 1n
compensation for the implementation of the skill (step
S194).

The server system 1100 then moves the puzzle pieces 22
that remain on the board 20 (step S196 (see FIG. 7)), and
places new puzzle pieces 22 at the empty piece placement
positions (step S198).

When the no-solution state has occurred during the play-
er’s turn (YES 1n step S200), the server system 1100 copies
the placed piece type 722 included 1n the board management
data 720 (see FIG. 19) to the corresponding restoration
target type 723 (step S202). The server system 1100 changes
the placed piece type 722 of each puzzle piece 22 to one type
that has been randomly selected to update the display of the
puzzle pieces 22 placed on the board 20 (step S204 (see FIG.
12)), and starts the restoration timer 766 (step S206).

When the restoration timer 766 has stopped, or when the
player’s turn has ended (YES 1n step S210), the server
system 1100 returns the type of the puzzle piece 22 for
which the restoration target type 723 1s stored (excluding
“NULL”) to the original type represented by the restoration
target type 723, and resets the restoration target type 723 to
“NULL” to update the display of the puzzle pieces 22 placed
on the board 20 (step S212). The process performed during
the player’s turn 1s thus completed.

When the enemy’s turn has started (NO 1n step S10), the
server system 1100 performs an enemy’s turn process (step
S5230). Specifically, the server system 1100 causes one or
more enemy character pieces 22e placed on the board 20 to
attack one or more player characters 4. The remaining life
points 715 (see FIG. 18) of the player character 4 that has
been attacked by the enemy character piece 22¢ are decre-
mented corresponding to the amount of damage. The player
character 4 1s deleted from the board 20 when the remaining
life points 715 of the player character 4 have reached “0”.

The steps S10 to S230 are repeated until a given game
termination condition 1s satisiied.

In one embodiment of the invention, 1t 1s determined that
the game termination condition has been satisfied when all
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of the enemy character pieces 22¢ that appear in the current
stage have been deleted, or all of the player characters 4 have
been destroyed.

When the game termination condition has been satisfied,
the server system 1100 terminates the current stage, updates

the save data 610 (see FIG. 14) of the player (step S240), and

terminates the process. Note that the save data 610 1s
updated while appropriately changing the character level of
the player character 4 placed 1n the deck 30 corresponding
to the play result data 768 so that the character grows.

According to the embodiments of the invention, 1t 1s
possible to improve the mterest of the puzzle game.

Specifically, the player can select the desired player
character 4 to be the attacker at the start point when
designating the selection path that selects arbitrary puzzle
pieces 22, and designate the attack target enemy character by
designating the selection path so that the attack target enemy
character piece 22¢ lies 1n the selection path. Moreover, the
player can change the placement position of the player
character 4 placed in the deck 30 during game play. It 1s
possible to improve the interest of the puzzle game by
utilizing the relationship between the board 20 and the deck
30 as an additional element that must be taken into consid-
eration 1n order to solve the puzzle.

It 1s possible to further improve the interest of the puzzle
game by dealing with the no-solution state using the bonus
time, changing the display state of the path line 7 corre-
sponding to the attack implemented by designation of the
selection path, and changing the type of attack eflect corre-
sponding to the relationship between the target type that
corresponds to the selection path and the character attribute
of the player character 4 set to be the attacker.
Modifications

The embodiments to which the invention 1s applied have
been described above. Note that the embodiments to which
the invention can be applied are not limited to the embodi-
ments described above. Various modifications may be
appropriately made of the embodiments described above,
such as providing an additional element, omitting some of
the elements, or modilying some of the elements.

First Modification

Although the embodiments of the invention have been
described taking an example in which the game 1s a puzzle
RPG that includes a puzzle game as a game element, the
embodiments of the invention may be appropnately applied
to a game other than a puzzle RPG as long as the game
includes a puzzle game as a game element. The embodi-
ments of the invention may be applied to a puzzle game that
includes only a puzzle game as a game eclement. For
example, the embodiments of the invention may be applied
to a puzzle breeding game in which a pet 1s used as the
player character 4, food or the like 1s used as the enemy
character piece 22e, and the player selects the desired pet at
the start point of the selection path, and selects the type and
the amount of food to be fed to the pet by designating the
selection path. The second game that proceeds while being
linked to the game element of the puzzle game may be a
racing game, a strategic game, an action game, a music
game, a sport game, or the like. The type of puzzle piece 22
may be appropriately set corresponding to the details of the
second game. For example, when the second game 1s an
RPG a racing game, or a strategic game, 1tems, parts, supply
goods, or the like may be used as the puzzle pieces 22, and
the second game may be designed so that the player can

acquire the puzzle pieces 22 by deleting the puzzle pieces
22.
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Second Modification

Although the embodiments of the invention have been
described above taking an example in which the game 1s an
online game, the embodiments of the invention may also be
applied to a game that 1s implemented by a stand-alone 5
player terminal 1500.

In this case, the functional configuration illustrated in
FIG. 13 1s implemented by the player terminal 1500 (i.e.,
game device). For example, the functional configuration
illustrated 1n FI1G. 26 1s employed. In this case, the arrow key 10
1502, the button switch 1504, and the touch panel 1506 (see
FIG. 2) correspond to the operation mput section 100. The
CPU 1551 of the control board 1550 corresponds to the
processing section 200, and the IC memory 1552 provided
to the control board 1550 and the memory card 1540 15
correspond to the storage section 500. The speaker 1510
corresponds to the sound output section 390, the touch panel
1506 corresponds to the image display section 392, and the
wireless communication module 1553 corresponds to the
communication section 394. The programs and the data 20
illustrated i FIG. 27 are stored 1n the storage section 500,
for example. The game program 5035 1s a program that causes
the processing section 200 to function as the user manage-
ment section 202 and the game management section 210.
Third Modification 25

Although the embodiments of the invention have been
described above taking an example in which rectangular
piece placement positions (piece placement frames) are set
to the board 20, one piece can be placed 1n one piece
placement frame, and the player character 4 placed in the 30
deck 30 1s linked to the piece placement position on a
one-to-one basis, the configuration 1s not limited thereto.

As 1llustrated 1n FIG. 28, the piece placement positions
may be designed to have a hexagonal shape (i.e., a shape
other than a rectangular shape), and the player character 4 35
placed 1n the deck 30 may be linked to a plurality of piece
placement positions, for example. Although FIG. 28 illus-
trates an example 1 which the piece placement positions
have a hexagonal shape, the piece placement positions may
be designed to have a triangular shape or an octagonal shape. 40

The si1ze of the piece placement position need not neces-
sarily be larger than that of the puzzle piece 22. The size of
the piece placement position may be the same as that of the
puzzle piece 22.

Note that the piece placement position may be omitted. 45
More specifically, the puzzle piece 22 may be put 1 a
container (board 20) from the outside of the screen, and the
behavior of the puzzle piece 22 may be calculated using
virtual gravity that 1s applied to the container. In this case,
the puzzle pieces 22 accumulate due to the virtual gravity, 50
spontaneously collapse so as to fill the space formed by
deletion, and additional puzzle pieces 22 1n a number equal
to the number of puzzle pieces 22 that have been deleted are
supplied from the top of the container.

Note 1t 1s preferable to set the placement position of the 55
player character 4 at a position that corresponds to the given
edge position of the board 20 (see FIG. 28).

Fourth Modification

Although the embodiments of the invention have been
described above taking an example 1n which the special state 60
(no-solution state) 1s dealt with by changing the types of all
of the puzzle pieces 22 placed on the board 20 to an 1dentical
type, the configuration 1s not limited thereto.

For example, the types of some of the puzzle pieces 22
placed on the board 20 may be changed to an identical type. 65
Alternatively, the types of the puzzle pieces 22 placed on the
board 20 may be changed to a plurality of limited types.
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Although the embodiments of the invention have been
described above taking an example in which the no-solution
state 1s automatically detected and dealt with, the player who
has become aware of the occurrence of the no-solution state
may perform an operation input for dealing with the no-
solution state. In this case, whether or not the operation input
1s correct (1.e., whether or not the no-solution state has
actually occurred) 1s determined, and the special state is
dealt with when the operation mnput 1s correct.

Although only some embodiments of the invention have
been described 1n detail above, those skilled in the art will
readily appreciate that many modifications are possible in
the embodiments without materially departing from the
novel teachings and advantages of the mvention. Accord-
ingly, all such modifications are mtended to be included
within scope of the invention.

What 1s claimed 1s:

1. A method for causing a computer to generate an 1mage
of a virtual space, and display the generated image on a
display device, the method comprising:

causing the computer to set a board within the virtual

space, a plurality of pieces being placed on the board,
the plurality of pieces including an enemy character
piece that represents an enemy character;
causing the computer to link a given position of an edge
of the board (hereinaiter referred to as “given edge
position”) to a given character placement position;

causing the computer to place a player character at the
character placement position;
causing the computer to detect a path that has been drawn
by a player by performing an operation input on the
display device so as to draw the path from a start point,
the start point being the character placement position;

causing the computer to delete pieces among the plurality
of pieces that have satisfied a given deletion condition
from the board based on the path;

causing the computer to perform a control process that

causes the player character placed at a position that
corresponds to the start point of the path to attack the
enemy character piece when the enemy character piece
lies 1n the path; and

causing the computer to change a parameter value set to

the enemy character piece based on a number of pieces
deleted due to the operation input that draws the path,
and a type of the player character placed at the position
that corresponds to the start point of the path, when the
enemy character piece lies in the path.

2. The method as defined 1n claim 1, further comprising:

causing the computer to control deletion of the enemy

character piece based on the parameter value.

3. The method as defined 1n claim 1, further comprising:

causing the computer to change the character placement

position corresponding to an operation imnput performed
by the player.

4. The method as defined 1n claim 1, further comprising:

causing the computer to change the parameter value using,

a number of successive attacks when the attack has
been successively performed by repeating the operation
input that draws the path.

5. The method as defined 1n claim 1, further comprising:

causing the computer to perform a control process that

repeatedly switches between a player’s turn in which
the player can input the path, and an enemy’s turn in
which the enemy character attacks the player character.

6. The method as defined 1n claim 3, further comprising;:

causing the computer to terminate the player’s turn when

a given time has elapsed, or a given turn count has been



US 10,092,847 B2

35

reached, after a first operation mput that draws the path
has been performed during the player’s turn; and

causing the computer to change the parameter value using
a number of attacks when a plurality of attacks have
been performed during the player’s turn by repeating
the operation input that draws the path.

7. The method as defined 1n claim 6, further comprising:

causing the computer to change the given time or the
given turn count.

8. The method as defined 1n claim 1, further comprising: 0

causing the computer to display a path line that represents
the path while changing a state of the path line using
either or both of the number of pieces deleted due to the
operation 1nput that draws the path, and the type of the
player character placed at the position that corresponds
to the start point of the path.

9. The method as defined 1n claim 8, further comprising:

causing the computer to change the state of the path line
corresponding to the attack when the enemy character
piece lies on the path line.

10. The method as defined in claim 1, further comprising:

causing the computer to highlight the player character and
the enemy character represented by the enemy charac-
ter piece when performing the control process that
causes the player character to attack the enemy char-
acter piece.

11. The method as defined in claim 1,

wherein the plurality of pieces include pieces that respec-
tively belong to given types, and a free piece that 1s
determined to belong to each of the given types,

the method further comprising;:

causing the computer to place the free piece as the
additional piece when a given implementation condi-
tion based on the number of pieces deleted has been
satisfied.

12. The method as defined in claim 1, further comprising:

causing the computer to perform a control process that
counts the number of pieces deleted due to the opera-
tion 1nput that draws the path corresponding to each
player character placed at the position that corresponds

to the start point of the path, and causes the player
character for which the number of pieces deleted due to
the operation input that draws the path has satisfied a
given skill implementation threshold value condition,
to implement a given skall.

13. The method as defined in claim 1, further comprising:

causing the computer to detect a given special state in
which the plurality of pieces are placed so that no piece
can be deleted by the operation input that draws the
path; and

causing the computer to change types of the plurality of
pieces placed on the board other than a piece that
belongs to a given type, to an 1dentical type when the
special state has been detected.

14. The method as defined 1n claim 1,

wherein the deletion condition includes a condition
whereby the operation mput that draws the path has
been performed so that two pieces among the plurality
of pieces are sequentially selected so as to satisiy a
given connection condition with respect to a type,

the method further comprising:

causing the computer to determine that the path has ended
immediately before a piece among the plurality of
pieces has been selected so as not to satisiy the con-
nection condition, and terminates the operation input
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that draws the path when the connection condition has
not been satisfied during the operation imnput that draws
the path.

15. The method as defined 1n claim 1,

wherein the display device 1s a touch panel, and the

operation mput that draws the path 1s performed by a
touch operation.

16. An clectronic device comprising a computer that
generates an 1mage of a virtual space, and displays the
generated 1mage on a display device, wherein the computer
1s configured to:

set a board within the virtual space, a plurality of pieces

being placed on the board, the plurality of pieces
including an enemy character piece that represents an
enemy character;

link a given position of an edge of the board (hereinatfter

referred to as “given edge position™) to a given char-
acter placement position;

place a player character at the character placement posi-

tion;

detect a path that has been drawn by a player by perform-

ing an operation mmput on the display device so as to
draw the path from a start point, the start point being the
character placement position;

delete pieces among the plurality of pieces that have

satisfied a given deletion condition from the board
based on the path;

perform a control process that causes the player character

placed at a position that corresponds to the start point
of the path to attack the enemy character piece when the
enemy character piece lies in the path; and

change a parameter value set to the enemy character piece

based on a number of pieces deleted due to the opera-
tion mput that draws the path, and a type of the player
character placed at the position that corresponds to the
start point of the path, when the enemy character piece
lies 1n the path.

17. A server system that communicates with a player
terminal, and performs a control process that causes the
player terminal to implement a puzzle game according to an
operation iput performed using the player terminal, the
puzzle game being designed so that a player performs an
operation 1nput on a board on which a plurality of pieces are
placed, the plurality of pieces including an enemy character
piece that represents an enemy character, pieces among the
plurality of pieces that have satisfied a given deletion
condition are deleted, the server system being configured to:

link a given position of an edge of the board (hereinafter

referred to as “given edge position™) to a given char-
acter placement position;

place a player character at the character placement posi-

tion;

detect a path that has been drawn by the player by

performing the operation input using the player termi-
nal so as to draw the path from a start point, the start
point being the character placement position;

delete pieces among the plurality of pieces that have

satisfied the deletion condition from the board based on
the path;

perform a control process that causes the player character

placed at a position that corresponds to the start point
of the path to attack the enemy character piece when the
enemy character piece lies in the path; and

change a parameter value set to the enemy character piece

based on a number of pieces deleted due to the opera-
tion mput that draws the path, and a type of the player
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character placed at the position that corresponds to the
start point of the path, when the enemy character piece
lies 1n the path.
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